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Game playing help: 

WE start a ton of help and hints on Page 11 Including:- 

Terra Connito: Ollie and Lissa : 1942: Shorts Fuse: Spikey Harold : One Man and His 
Droid : All from P. Carney : Antiriad : Butch Hard Guy: Elevator Action : Kat Trap : 
Legend of Cage: Nuclear Countdown : Rogue Trooper: Trapdoor: Zub : From D. 
Hay : Footballer of the Year: Space Harrier: From S. Moore : Elevator Action : 

Butch Hard Guy: Agent Orange: Fist II: Goonies: Impossaball: Riptoff: Rogue 
Trooper: Transmuter: Anfractuos: From J. North : Xevious : Gaunlet: Golf: Jail 
Break : Zub : From A. Walton : Skooldaze: Wheelie: Full Throttle : Cavern Fighter : 
Ad Astra : Atic Atac : Fairlight: Gunfright: Locomotion : Fighting Warrior : From G. 
Witherington. 


Articles 

The unfortunately never ending Saga of 1338 is on Page 40 if you want to 
miss it. 


Reviews 

We begin as early as Page 6 and we kick off with Brian Cloughs Football 
Fortunes: 10th Frame: Uchi Mata: Leader Board : Arkanoid : Shadow 
Skimmer: Into the Eagles Nest: Double Take: Trap: Bomb jack II: Judge 
Dredd : Grange Hill: Short circuit: Sigma 7 : Impossaball. 


Maps 

Start on Page 13 : Dandy: Druid : Fued : Glider Rider: Light Force: They 
Stole a Million : Uriduim l 


Editorial 

And all the general News Page 4 
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EDITORIAL 

Welcome to another 
edition of the Spectrum 
Arcade Handbook. This past 
month which has seen more 
developments as regards our 
own future plans for 
expansion has also seen the 
demise of yet another Home 
Computer magazine, namely 
Amtix. 

Newsfiekj have sold 
out Amtix to Database » 
Publications for around 
£10,000. The glossy and at 
times interesting magazine will 
be missed. Titbits of 
information have also been 
received about another 
publication, the bi-monthly 
MSX Computing magazine. 
We are told that this 
publication is, to coin a phrase 
'on its way out’. The reasons 


lor this, well things like low 
circulation are obvious 
reasons, but it is interesting to 
note that the last MSX 
Computing magazine had 
approximately 60 pages, now 
lets face it for a bi-monthly 
magazine this is pretty 
pathetic. So where do we go 
from here? What’s 
happening? Its seems every 
month the editorial is to 
become an obituary column 
for dead or dying magazines. 
How tong can all the Sinclair 
mags' survive? On a more 
positive note take a took at 
Amstrad Action, a similarity 
can be drawn to Amtix with 
the exception being Amstrad 
Action do not have a 
’Newsfield' behind them. A tot 
can be said about overhead 
costs and providing that the 
circulation figures are of the 
right proportion 'AA' could go 
a Iona wav. It's not all bad 


news on the magazine front, 
as Sunshine Publications who 
produce P.C.W. are to launch 
a new magazine, see this issue 
for more information. 

Meanwhile in the 
business world nobody claims 
bigger headlines than Alan 
S#gar. After announcing half 
yearly profits that have 
exceeded all expectations tha 
Sugar conveyor belts rolls off 
more new products, including 
a Disk drive for the Spectrum. 
Sadly though the Disk drive * 
will be built into the 'NEW' plus 
2 model, which may anger 
people who have already 
forked out for a Plus 2. This is 
not the first time Amstrad 
have taken similar steps, 
remember the Amstrad 6128. 

I could in fact rabbit 
on all day but I’ll save a bit for 
the next issue all the best then 
see you next month. ) 


Software News 

CRL have 

announced some new 
releases Cyborg the long 
awaited release should be 
available as you read this and 
Death or Glory a £16 shoot 
em' up on the C64 should also 
be available. Another 3-D 
shoot em' up Sun Star should 
be available soon on C64, 
Amstrad and Spectrum. They 
have also acquired rights to 
produce a game linked with 
the cult comedy movie, The 
, Blues Brothers’. 

The Edge have made 
what they believe to be a real 
coup as they have gained the 
rights to produce computer 
games linked with the 
infamous GarfteW. The first 
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release is pencilled in for April 
with 'Big Fat Hairy Deal' an 
arcade style game where you 
take on the role of Garfield. It 
will be available on C64 and 
Amstrad at £8.95 and £7.95 
on the Spectrum. The Edge 
hope to follow this with the 
second Garfield release at 
Christmas time. 

Domark have tied up 
the rights to produce the Star 
Wars series of arcade coin¬ 
ops from Atari Inc. Domark will 
release Star Wars, 

The Empire Strikes Back and 
Return of the Jedi on all major 
formats sometime in 1987. 

Gremlin never ones 
to hang about are already 
planning their releases for 
next Christmas. One of their 


biggest coups is the rights to 
produce a game based on the 
cartoon series M.A.S.K. which 
should be available in 
November. 


Budget 50% of Market 

Gallup are predicting \ 
that Budget software titles will 
account for 50% of all sales 
by the end of this year, ft 
currently stands at around f 
33% and was only 25% prior 
to Christmas. Even worse 
news for full price software 
houses is that 39% of the full 
price sales were for US Gold 
and Ocean software, leaving 
the other few dozen fighting 
for the other 61 % between 
them. 









2 Million Quid AD 

Us Gold have 
released some interesting 
figures for 1986. They state 
that they have sold 2.02 
million units in Europe, and 
have spent £775,000 on 
advertising and £165,000 on 
below the line support, 
whatever that is. The firms 
growth from 1985-1986 has 
been 53% and during the 
Year US Gold have a total 
turnover of £4,426,144.51 p, 
just 51 p more than us! 


Amtix Goes Bump 

The latest magazine 
casualty is Amtix which has 
been sold off by Newsfield 
publishers of Crash and ZZap 
to Database Publications for 
an amount of about £10,000. 
Apparently the magazine had 
a circulation of less than 
20,000 monthly which is 
peanuts really for a glossy 
magazine. Database will now 
merge the magazine with their 
current Computing with the 
Amstrad magazine. Newsfield 
do not let such set backs 
worry them as they plan to 
release at least one new 
computer magazine this year. 
Elsewhere in magazine world 
Sunshine Publications 
producer of Popular 
Computing Weekly will launch 
ST Update on March 26th. It 
will cost £1.50 and is a pilot 
edition for Atari ST owners. It 
is estimated that there are 
currently 40-50,000 ST 
owners in the UK and if they 
give the organ their support 
Sunshine will make it a regular 
publication. 


Mirrorsoft Takeover 

P.S.S. one of the 
leading war/strategy game 
producers have been taken 
over by Mirrorsoft for an 
undisclosed sum. Mirrorsoft 
have acquired an 80% holding 
in the firm where the move will 
lead to no changes 
whatsoever according to 
Mirrorsoft. 


Melbourne House Sold 
Out 

Following on from 
their recent acquisition of 
Bulldog Distribution, 
Mastertronic have now taken 
over Melbourne House for 
what was said to be 7 figure 
sum. On the subject of 
Melbourne House it is 
rumoured that their follow up 
to Lord of the Rings Game 
One is soon to be released, 
just a little later than planned. 

Micro Live is Dead! 

The BBC have finally 
confirmed that it is to axe the 
T.V. show Micro Live. This 
was the last of the BBC 
computer shows, and at one 
time there were three on our 
screens. The last show will be 
out in early April. 

Sir Clive Bounces Back 

Sir Clive Sinclair the 
man who did more for the 
Home Computer industry in 
the U.K. than anyone, has 
bounced back with a new 
computer. The Z88 is aimed at 
the travelling businessman. Sir 
Clive has had his fill of game 
machines, at least for now. 


£3 Spectrums!!! 

It seems that 

Hardware bargain hunters 
should have attended a 
recent German computer 
show. The Hobby Tronic show 
held recently had rubber 
keyboard Spectrums, still in 
their wrapping selling at 10 
German marks which is 
equivalent to £3, by the 
second day of the show 
though the price had been 
increased to a staggering 20 
marks or £6! _ 

Disc Drives for the 
Speccy 

Alan Sugar still 
buoyant from impressive half 
yearly profit figures, has 
announced a whole host of 
new products including a Disc 
Drive for the Spectrum Plus 2. 
Unfortunately for current Plus 
2 owners you will have to buy 
a new machine if you wish a 
disc drive as it will come inbuilt 
into the revamped Plus 2, 
rather like Amstrads 6128 
release when compared with 
a 464. The machine will be 
aimed at game players and 
Amstrad are offering 
Software Houses early 
warning as to the workings of 
the machine to enable them to 
start producing games on 3 
inch disc at less than a tenner. 


It is not possible to 
check the originality and 
authenticity of all the items 
enclosed within this handbook 
If you do have any queries or 
problems, please write and we 
will endeavour to answer any 
requests that are made. 
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/GAME^EVIE^^^ 

SECTION 


The Scoring System: 


Between 90-100% H&D Rave 
Between 80-89% Excellent 
Between 70-79% Very Good 
Between 60-69% Good 
Between 50-59% Average 
Between 40-49% Poor 
Between 30-39% Rubbish 
Between 00-29% Garbage , 


Title: BRIAN CLOUGHS 

FOOTBALL FORTUNES 
Publisher: CDS Software 
Address: CDS House, 
Beckett Road, Doncaster, 
DN2 4AD. 

R.R.P.: 14.95 
Game Type: Football 
Board and Computer 
Simulation 

CDS have taken a 
gamble with this latest 
release. Our own sales have 
been noticeable by their 
absence. What exactly do 
you get for your £15. The 
game has to be played by a 
minimum of two players and 
can cope with up to 5. The 
computer will play for any 
remaining players, so 
whatever happens there will 
be 5 playing. You take on the 
role of a team manager who 
must steer his team through 
the season and on to Europe 
and the big money spinning 
games. 

The computer acts as 
a dice and information sheet, 
but most of the play is centred 


around the playing board 
which contains a football pitch 
in the middle, for show only 
we're afraid. You move 
counters Monopoly style 
around the board and as you 
land on the squares certain 
actions have to take place ie. 
rather like landing on Chance 
or Community Chest in 
Monopoly, some having good 
effect others costing you 
money. 

The computer starts 
you off with a squad of 
players and as the game goes 
on you have the opportunity 
to buy players who come up 


have picked, which will have 
an obvious effect on the 
outcome of the match. The 
computer decides the results 
and then gate receipts are 
shared out. The game 
progresses in much the same 
way with board and computer 
play. You can decide before 
as to how many seasons you 
will play, and at the end of a 
season you enter European 
competitions. Managers are 
awarded points throughout 
the game and at the end it is 
the manager with the most 
points who will win the game. 

This is indeed a 




brave 
CDS 
release 
and the 
game is 
good fun 
to play, 
but don't 
expect 
that you’ll 
be 

playing 
day in 
day out, 
very few 
games 
have that 
desired 
effect. 

The 

SV game at 
x £14.95 is 
only 
i-i= worth 

CDS Software ZTDeven considering if you enjoy 
for auction. Players can have ,ootball > P la V in 9 on y our 



a rating of between 1 to 5. 

This value is very important as 
when it comes to playing a 
match you must type in the 
total value of the team you 


computer, and playing board 
games in the Monopoly mould. 
If you do not enjoy all three of 
these, then forget it. We don't 
believe that CDS have used 
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the computer element to its full 
potential, which is a great pity, 
and no doubt it will be 
slammed by critics because of 
this. At the end of the day we 
can recommend it as a game 
but it is let down by the price, 
not that CDS aren't justified, 


for the amount of obvious 
effort that has gone in, but a 
little more programming 
expertise would have been 
nice, what’s there is painfully 
slow. Excellent packaging, fun 
to play, but a shame about the 
price. 


Brian Cloughs Football 
Fortunes 
Graphics 46% 
Playability 82% 
Addictiveness 63% 
Instability 64% 

Value For Money 48% 

H & D Rating 63% 


Title: 10TH FRAME 
Publisher: US Gold 
Address: Units 2/3, 
Holford Way, Holford, 
Birmingham, B6 7AX. 
R.R.P.: Spec 8.99, 
Ams/C64 9.99 
Game Type: Ten Pin 
Bowling Simulation 


move your bowler left or right 
and then the position of the 
throw, you then take your run 
up and throw when the speed 
has reached a specific point 
on a marker scale, under or 
over a set area and you could 
have a poor ball on your 
hands. You are also able to 


for a second try, these are 
called spares. The scoring 
system can be a little 
confusing in real life but at 
least you can leave it up to 
the computer in this case. 

Animation is fair 
although we do have a gripe 
over the size of the scale 



Well here 
we have it the thrill 
of ten pin 
converted to the 
home computer. 

When the game 
opens you are 
given the option of 
playing league 
bowling or open 
bowling. League 
bowling allows you 
to name the teams 
and the number of 
players on each 
team with varying 
ability levels. Open 
bowling allows up 
to 8 players with 
varying ability 
levels. There are 3 
levels of play Kids, 

Amateur and professional, 
and you take your choice. The 
action takes place on the 
middle alley of 5 and the aim is 
as in real ten pin to get the 
highest points tally over a set 
number of frames. You firstly 


indicator 
which on a 
small monitor 
is very difficult 
to see, and so 
can effect 


your 

judgement and 
have an 
adverse 
effect on your 
bowl. The Kids 
level is as it 
says and is 
aimed at the 
younger 
children. The 
amateur level 
is bad enough 
but you should 
try the 
professional 

control the hook of,the shot level, we’ll certainly be leaving 
again on the marker,again it alone, for the time being 

with disastrous effects if you anyway, 
mistime. The game follows the i oth frame is one of 

rules of two bowls in each those games that you’ll either 
frame with any pins missed on love or hate. If you enjoy ten 
your first bowl being available pin bowling then there is no 
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reason why you shouldn't 
enjoy this simulation. It is again 
as with a lot of sport 
simulations best played with a 
few friends, although there is 
nothing stopping a lone player 
creating his own leagues and 
players of differing abilities. A 
game that will always be 
around and one that you can 
quite happily pick up from time 
to time to play again. 

One of the better 
sporty simulations that doesn't 
involve joystick bashing. 

10th Frame The Scores 
Graphics 71% 

Playability 77% 
Addictiveness 83% 
Lastability 86% 

Value For Money 83% 

H & D Rating 85% 

Title: Uchi Mata 
Publisher: Martech 
Address: Martech House, 

Bay Terrace, Pevensey 
bay, E Sussex, BN24 6EE. 
R.R.P.: Spec 8.95, Ams 
9.95 

Game Type: Judo 
Simulation 

For some reason 
Judo has never had quite the 
same attraction as say karate 
and we know how many 
computer games that has led 
rise to. Uchi Mata to our 
knowledge is the first real 
commercial Judo game, so 
what does it offer. 

Essentially Judo is 
the art of gripping and/or 
throwing your opponent. 
Punches and kicks are not 
allowed. In Judo you are 
always looking for an opening 
and your opponents weight 
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can be used to your 
advantage if you can catch 
him off balance. 

The game features 
two fighters dressed in robes 
who must get a grip of each 
other! Certain throws are 
given on the inlay, but to add 
a little more interest to the 
game, many can only be found 
through trial and error. You 
start off as a white belt and 
have to work your way up to 
a black belt. There is a 
referee who keeps a very 
close eye on events and 
awards 
you 

points on 
your 
moves. 

There is 
a 

practice 
mode 
where 
your 

opponerv 
t doesn't 
fight 

back and 
we 

advise 
you to 
play this 
before 
battling it 
out with 
any of 
the 

opponen¬ 
ts. As well as knowing how to 
attack you must know how to 
defend as this is just as 
important. 

Animation of the 
game is reasonable, but 
unfortunately playing does 
tend to lack excitement. 

There is indeed a great skill in 


learning some moves, but at 
times the apparent stalemates 
do wear thin, although we 
cannot complain on the games 
realism, as this is Judo where 
patience is also required. 

As we mentioned at 
the start Judo just hasn't got 
the attraction of say karate 
and this game backs up that 
statement. Judo fans may 
take an interest and enjoy it 
but unfortunately most of the 
game playing public will be left 
a little cold. Well put together 
but the subject matter lacks 
that star quality to make it a 



winner. 

Uchi Mata The Scores 
Graphics 78% 
Playability 71% 
Addictiveness 53% 
Lastability 60% 

Value For Money 56% 
H & D Rating 61% 







Title: LEADER BOARD 
Publisher: US Gold 
Address: Unit 10, Parkway 
Industrial Est, Heneage 
St, Birmingham, B7 4LY. 
R.R.P.: 9.95 
Game Type: Golf 
Simulation 

At last after months 
of waiting it has finally arrived 
on the Speccy. For those of 
you who fought back the urge 
to buy Imagines Golf game the 
wait is over, but was it worth 
it. 

There are three skill 
levels Novice, Amateur, and 
Professional, and in 
reality although you 
may soon tire of the 
easy novice level, 
the amateur and 
professional levels 
which add some 
nasties like wind and 
your ability to hook 
a shot, should keep 
you playing for many 
hours. Upto 4 
players can take 
part and play to his 
or her own level of 
ability. There are 
also 4 totally 
different courses on which the 
action takes place and you 
have the choice. All normal 
golfing rules apply and the 
holes are varying distances 
away, although the only actual 
hazard is water, no bunkers or 
rough etc. This matters little 
and the skill is in not just hitting 
the ball in the right direction 
but also in choosing the right 
club. You have a choice from 
14 clubs and from there you 
have a cursor that you move 
to the direction you require. 

The wind only plays a part in 


the professional level and you 
have to aim your shot 
accordingly. Once you are 
ready to swing all focus 
switches to the power and 
snap indicator. When you 
press fire a bar moves up the 
left hand side of the indicator, 
the higher you let it go before 
releasing the fire button the 
more powerful the swing. 
Once you have set your 
power the bar quickly falls 
down the left side of the 
indicator and again depending 
on when you press fire will 
result in a straight shot, or a 
hook or slice. Should the ball 


go out of bounds or in the 
drink, and you will have to go 
again but lose a shot. You 
receive a perspective view of 
each hole and shot and your 
ball rises and falls with a 
shadow indicating the balls 
height. Once you are within 64 
feet of the green, the view will 
alter to the green and you will 
automatically be given the 
putter. To putt you must aim 
your shot and set your power, 
and allow for the slope of the 
green that is indicated by the 
length and direction of a 


shadow from a slope 
indicator. At the end of each 
hole your score is displayed 
whether under or over par for 
the course. 

Having been a little 
bit spoilt by playing the C64 
version of this game, I 
approached the Spectrum 
conversion with just a little 
trepidation, unwarranted, 
because the conversion is 
excellent. There are one or 
two very minor bugs, including 
at times the appearance of 
two golf balls on the putting 
green, although in fact when 
you play your shot you find 
that it shoots back 
to your club face 
and goes where 
you want it to. At 
times also you can't 
seethe hole, but 
this is when you 
are on top of it 
anyway, so you 
shouldn’t miss. It is 
a game that is 
better played if 
there are some 
friends, but there is 
no harm in creating 
your own course 
records in the 

meantime. There must be 
many of you out there who 
have waited for this in 
preference to buying Imagines 
Golf game, well the waiting is 
over and it has been well 
worth it. 

Leaderboard The Scores 
Graphics 88% 

Playability 91% 
Addictiveness 93% 
Lastability 89% 

Value For Money 91% 

H & D Rating 93% 
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We Want You.! 


The response to last issues plea for help on hints and articles has been 
tremendous. We are still receiving and considering many ideas for articles and items, 
although as you can see from this issue we have taken on certain regular columnists who 
deserve your full support over the coming months. We are still looking for people to 
contribute on certain topics and we list those below. As we said last issue we cannot 
promise vast rewards but will show our appreciation in some way. 

Multi User Dungeon 

Strategy/War Game Reviewer (C64/128 cassette based only) 

Game Consoles 

Cartoon or satirical articles connected with Home Computing 
Fantasy game playing books 

Dont forget we welcome any ideas on items for the Handbooks. Write To: 

The Editor, H & D Services, 1338, Ashton Old Road, Higher Openshaw, Manchester, 

Mil 1JG. 



WANTED ALIVE OR DEAD 

REWARD OFFERED 

£10 Software value 

We are on the lookout for Solutions, Hints, and Maps 
for our handbooks. Senders could find themselves 
entitled to free software of their own choice, with the 
option of even greater reward for regular contributors. 

Please follow these simple rules: 

1. Write neatly or if possible type your contribution. It helps if you state which 
machine they were produced for. 

2. Waps should be no larger than A4 size, although larger maps can be 
•seperated if they still make sense. 

3. If you need your work back then please send a stamped addressed 
envelope. 
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Game Playing Hints Section 


Philip Carney 

supplied the following game 
help:- 

TERRA 

COGNITO 

(Pokes) 

5 REM Terra Cognto Pokes 

6 REM By P.A. Carney '87 
10 PAPER 0: INK 0: BORDER 
0: CLS 

20 LOAD ""CODE 16384: 
LOAD ""CODE 
30 POKE 42774, N: POKE 
45427,N : REM N=noof lives 
40 POKE 50615,0: POKE 
50616,0: POKE 44486,0: 
REM infinite fuel 
50 POKE 45004,0 : REM 
infinite lives 

100 RANDOMIZE USR 30000 

OLLIE AND 
LISSA 

(Pokes) 

5 REM infinite energy - 
Ollie + lissa 

6 REM By P.A. Carney '86 
20 CLEAR 65535 

30 LET CHECKSUM = 0 : 
FOR F = 50000 TO 50087 
40 READ C : POKE F,C: 
LETCHECKSUM= 
CHECKSUM + C : NEXT F 
50 IF CHECKSUM o 8373 
THEN PRINT "Error in Data 
check listing": BEEP 6,15 : 
STOP 

60 PAPER 0 : INK7 : 


BORDER 0: CLS: PRINT AT 
10,7: "START OLLIE TAPE- 
70 RANDOMIZE USR 
50000 

1000 DATA 205,86,5,221,33 

1001 DATA 

202.92.17.255.255 

1002 DATA 62,255,55,205,86 

1003 DATA 5,33,126,195,17 

1004 DATA 21,93,1,14,0 

1005 DATA 237,176,33,140 
,195 

1006 DATA 17,0,250,1,29 

1007 DATA 0,237,176,62,195 

1008 DATA 50,42,93,195,247 

1009 DATA 92,49,0,0,33 

1010 DATA 0,250,229,0,0 

1011 DATA 0,0,0,0,0 

1012 DATA 33,0,0,175,34 

1013 DATA 39,134,34,9,135 

1014 DATA 34,219,134,50,41 

1015 DATA 134,50,221,134,50 

1016 DATA 11,135,49,120,230 

1017 DATA 195,176,230 
9999 REM Thats all folks!! 

1942 

(Pokes for Infinite lives) 

1 REM 1942 Pokes By P.A. 
Carney '87 
5 CLEAR 64999 
10 PAPER 0: INK 0: 

BORDER 0:CLS 

15 PRINT INK77AT 11,8? 

"START TAPE- 

20 PRINT AT 0,0?: INK7: 

LOAD"" CODE 

25 POKE 65332,240 : POKE 

65333.255 
30 RESTORE 

40 FOR P = 65520 TO 65527 


: READ C: POKE P,C: NEXT 
P 

50 RANDOMIZE USR 65288 

51 DATA 

62,33,50,247,204,195 

,47,204 

Short’s Fuse 

Codes 


Screen 2—367 
Screen 3—156 
Screen 4—049 
Screen 5—281 

SPIKY HAROLD 

(Lives/Pokes) 

1 REM By P.A. Carney '87 

2 REM Gives Spiky Harold 
128 lives 

10 BORDER 0:PAPER 0: 
INK 7: CLEAR 26539 
15 PRINT AT 0,4? "START 
TAPE- 

20 LOAD-CODE: POKE 
23341,201 .’RANDOMIZE 
USR 23296: POKE 
34560,128: RANDOMIZE 
USR 34000 

ONE MAN AND 
HIS DROID 

(Level Codes) 

CLOCHE LEVEL 

EMPIRE BLIZZARD 

UPANDAWAV RASVOGEL 
GRAVITATE ECOLOGY 
FUNCTION RYEGRASS 
COLANDER GRAIN 
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GOOSEBERRY RAGOUT 
FETLOCK VAMPIRE 
FEROCIOUS ENGAGED 
VACUUM ECTOPLASM 
AUTOMATIC RUMINATE 
PREDATORY 

THE WILD 
BUNCH 

To increase energy when 
traveling choose to fight and 
when you are asked "How 
much energy to use?" Type in 
1 ‘ - 5000 and your energy will 
rise 5000. 

OLLIE AND 
LISSA 

(A Cheat) 


READ A: POKE F,A: NEXT F 
40 RAND USR 23296 
50 DATA 62,52,50,64,138, 
195,133,158 

Unlimited lives. 

Elevator Action 

10 LOAD ""CODE 
20 CLEAR 65535 
30 FOR F = 65000 TO 65013: 
READ A: POKE F,A: NEXT F 
40 RAND USR 65000 
50 DATA 221,33,0,64,17,233, 
188,62,255,55,205,86,5,201 
Unlimited lives. 

Once the game has loaded 
enter:- 

POKE 42085,0 : RAND USR 
32768 then press ENTER. 

Kat Trap 


inm-rfn dC T n ■ h ® ke ^, S 29362,N WHERE N = LIVES 
PORTCUL when playing and T0 MAXIMUM OF 128 
the game will run much faster. 

Donald Hay supplies 
the following pokes and 
Multiface III info: 

Antiriad 

10 CLEAR 24999 
20 LOAD' * CODE 
30 POKE 25007,243: POKE 
25008,253 

40 DATA 62,32,50,224,224, 

50,226,224 

50 DATA 195,41,224,33,232, 

253,34,94; 178 „ ■ < , •> 

60 DATA 195,32,178 
70 RANDOMIZE USR 25000 

Butch Hard Guy 

10 BORDER 0: INK 0: PAPER 
0: CLS 

20 LOAD ""CODE 16384 
30 FOR F = 23315 TO 23322: 


Legend of Kage 

37065,0 INFINITE LIVES 

Nuclear 

Countdown 

5 CLEAR 65535 
10 PAPER 0: INK 0: BORDER 
0: CLS 

15 LOAD ""CODE: 
RANDOMIZE USR 63993 
20 POKE 43692,0 (infinite 
tima) . * 

30 POKZ 47750,201 v (infinite 
energy) 

40 POKE 41803,183 (infinite 
lives) 

50 RANDOMIZE usr 40348 

■Rtfgue Trooper 

30004,N WHERE N = 
NUMBER OF MEDICAL KITS 


(LIVES) 

Trapdoor 

41191,201 INFINITE TIME 

Zub 

Merge header and 
enter following before 
RANDOMIZE USR statement, 
POKE 45591,0: POKE 
46084,201: POKE 45941,201 
Gives infinite energy. 

Thanks to 

everybody who wrote in with 
pokes for Jet set Willy we 
had a bt of replies. However 
a small error had crept in and 
we should have asked for Jet 
Set Willy II. So if you have a 
bypass code that Jon North 
could use he would be most 
grateful thanks once again. 

Scott Moore offers 

the following help: 

Footballer Of 
The Year 

When you first play, 
choose to be in the fourth 
division as it makes the game 
a bit easier to play. Then 
spend all your money on goal 
cards. Don't bother spending 
money on transfer cards 
because they are very 
expensive and only h^ve a 
on&in f&urlchahcfe of * 1 
completing a transfer. 

Incident cards are a very 
good way of making money 
and there are sometimes 
chances of being transferred. 
The different 

divisions require a certain 
standard of footballer which 
are: (Cont. page 15) 
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Div4 Average 

Div 3 Good 

Div2 Very good 

Div 1 Very good/Excellent 

Super League Excellent 

Space Harrier 

Level One 

This is quite simple. 
The best tactic is to get a few 
points on the board. The only 
difficult parts are when the 
alien ships attack but this 
doesn’t matter as no lives are 
lost. Try to dispose of the 
dragon at the end of the level 
quickly so there will be about 
8 seconds on the clock for... 


Level Two 

Avoid the pillars 
which come very fast. A few 
rock faces will come at you at 
regular intervals but they 
produce no problem. At the 
end of the level there are 5 
rock heads that need to be 
killed. The first few are easy 
to kill, but the last couple pose 
a problem. 

Le-vsllhree 

This level is empty 
apart from a few crystals and 
towers. The crystals keep 
alternating from going up and 
down. There are no points to 
score here apart from killing 
the two headed snake at the 
end. Try to kill the snake 
evenly, i.e. when one hit is 
scored on one side, aim at the 
other or else one side will 
become very powerful. 

Level Four 

This level is full of 


mushrooms. The simple way 
to complete it is to stay in the 
centre of the screen and keep 
firing. You will destroy all 
objects which come near. 
Occasionally a group of flies 
will attack you so move about 
the screen and fire. At the 
end of the level there is a 
robot which moves quickly 
around the screen. Follow it 
and fire when its in your sights. 

Level Five 

There are a lot of 
steel pillars scattered around, 
so try to avoid them. This 
level is defended by lots of 
robots as seen on the 
previous level which are hard 
to shoot and destroy. At the 
end of the level there is a 
snake nasty. 

General Tips 

The tri-ads can only 
be destroyed when they are 
open, but then they will be 
firing at you. When one half 
of the 2 headed monsters 
have been killed the other 
becomes more dangerous. 

On most levels keep Spacey 
moving or you will be an easy 
target for the aliens. 

Jon North picks the 
following out of his lucky bag. 

Elevator Action 

10 REM Elevator Action 
pokes 

20 REM by Jon North 1987 
30 CLEAR 65535: LET t = 0 
40 FOR f = 65400 TO 65430 
50 READ a: POKE f, a 
60 LETt = t+(f- 65390) *a: 
NEXTf 


70 READ a 

80 IFtoaTHEN STOP 
90 RANDOMIZE USR 65400 
100 DATA 221,33, 218, 
252,17 

110 DATA 180, 0, 62,255, 

55 

120 DATA 205, 86,5,48, 

241 

130 DATA 33,144,255, 
34,240 

140 DATA 252,195,218, 
252,175 

150 DATA 50,101,164, 

195,35 

160 DATA 148.112006 

Agent Orange 

10 REM Agent Orange pokes 
20 REM by Jon North 1987 
30 LET t = 0: FOR f = 3e4 TO 
30057 

40 READ a: POKE f,a 
50 LET t = t + (f - 29990) *a: 
NEXTf 
60 READ a 

70 IFtoaTHEN STOP 
80 RANDOMIZE USR 30018 
100 DATA 175,50,180,144, 
62 

110 DATA 221,50,21,206, 

33 

120 DATA 33,0,34,22,206 
130 DATA 195,21,206,33, 

48 

140 DATA 117,17,0,255,1 
150 DATA 20,0,237,176, 

221 

160 DATA 33,0,206,17,0,1 
170 DATA 62,255,55,205, 

86 

180 DATA 5,48,241,62, 

195 

190 DATA 50,21,206,33, 

0 

200 DATA 255,34,22,206, 

49 

210 DATA 0,0,198903 
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Butch Hard Guy 

After they wrote a game 
about me (ha ha ha), I thought 
the least I could do was to 
hack it, so here’s a routine for 
infinite Hard Guys (don’t be 


70 DATA 171,0, 62,255, 55 
80 DATA 205, 86,5,48,241 
90 DATA 33, 76,117,17, 
252 

100 DATA 253,1,10, 0,237 


digustingl!) 

10 REM Butch by Jon North 
15 REM not to be nicked by 
W.A. Powell 

20 LET t = 0: FORf = 3e4TO 

30 READ a: POKE f,a 
40 LET t = t + (f - 29990) *a: 
NEXTf 

50 READ a: IFtoaTHEN 
STOP 

60 RANDOMIZE USR3e4 
70 DATA 62,255,50,203,92 
80 DATA 221,33,0,64,17 
90 DATA 0,28,62,255,55 
100 DATA 
205,86,5,48,241 
110 DATA 33,82,117,17,19+ 
120 DATA 91,1,11,0,237 
130 DATA 176,195,0,91,175 
140 DATA 50,64,138,50,72 
150 DATA 92,195,133,158, 
133681 

Play the tape from 
the start. 

Fist II 

10 REM Fist II hacks by Jon 
North. 

20 CLEAR 65535: LET t = 0: 
FOR f = 3e4 TO 30036: 
READ a 

30 POKE f,a: LETt=t+(f- 
29990) *a: NEXTf 
40 READ a: IFtoaTHEN 
PRINT "Error": STOP 
50 RANDOMIZE USR3e4 
60 DATA 221,33,175,253, 

17 


110 DATA 176,195, 232, 

253, 91479 

130 DATA 195,14,241 
Then add one of 

these! 

120 DATA 62, x, 50, 97,106 
for'x' lives. 

120 DATA 175, 50,181,105,0 
for infinite lives. 

PLay the tape from 
the start. 

Multiface 1 can 
POKE 27233, x for’x’ lives 
POKE 27061,0 for infinite 
lives. $% 

Goonies 

A couple of 
Multiface 1 POKES: 

POKE 33247,liv (1 -255) 
POKE 33409,0 = infinite lives. 

Riptoff 

5 POKE 35528.x lives 
OR 

5 POKE 35427,0 for infinite 
lives 

1000 MERGE CHR$ 22 + 
CHR$ 21 + CHR$ 25 + 
"RIPTOFF" 

1010 GOTO 60 


Rogue Trooper 

Here is a pokes 
program to do all sorts of 
wierd and wonderful things. 
See later on. 

Play tape from the START. 
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10 REM Rogue Trooper by 
Jon North 

20 CLEAR 65535: LETt = 0 
30 FOR f = 3e4 TO 30033: 
READ a: POKE f,a 
40 LETt=t + (f-29990) *a: 
NEXTf: READ a 
50 IFtoaTHEN STOP 
60 RESTORE 170 
70 FOR f = 30034 TO 1e9: 
READ a 

80 IF a = 999 THEN 
RANDOMIZE USR3e4 
90 POKE f,a: NEXTf 
100 DATA 221,33,215,253,17 
110 DATA 125,1,62,255,55 
120 DATA 205,86,5,48,241 
130 DATA 62,255,50,113,254 
140 DATA 33,10,129,17,0 
150 DATA 255,1,100,0,237 
160 DATA 176,195,0,254, 
104074 
170 DATA 175 
180 DATA 50,204,120 
190 DATA 50,61,132 
200 DATA 50,249,133 
210 DATA 50,19,137 
220 DATA 195,0,112,999 

Line 180 gives infinite 
kits, which is really infinite 
energy, line 190 stops the 
baddies moving when they hit 
something, line 200 makes the 
baddies fired less often and 
line 210 gives infinite ammo. 
Lines 10 -170 and line 220 
are vital to make the program 
work, but the others can be 
deleted. 

Impossaball 


10 REM Impossaball hacks by 
Jon North 

20 CLEAR 25599: LET t = 0: 
FOR f = 65480 TO 65522: 
READ a 

30 LET t = t +’(65470)*a 
40 POKEf,a: NEXTf: read a: 








Wrap 

round 



@ H.MARTIN PUGH MCMLXXXCII 


5 CUD WEED 

6 DEVILS BIT 

7 BONES 

8 PIPERWORT 


16 CHONDRILLA 

17 SNAPDRAGON 

18 FEVERFEW 

19 SPEEDWELL 


9 DRAGONSTEETH 20 HEMLOCK 

10 KNAPWEED 21 MOUSETAIL 

11 RAGWORT 22 BALM 
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IFtoaTHEN STOP 
50 FOR f = 65523 TO 1 e9: 
READ a 

60 IF a = 999 THEN 
RANDOMIZE USR 65480 
70 POKE f, a: NEXT f 
80 DATA 221,33,0,252,17 
90 DATA 0,3,62,255, 55 
100 DATA 205, 86,5,48,241 
110 DATA 33,0,252,17,255 
120 DATA 251,1,19, 0,237 
130 DATA 176, 62,201,50, 

18 

140 DATA 252,205,255, 251, 
33 

150 DATA 243,255,34,127, 
254 

160 DATA 195,58,254, 
186047 

170 DATA 62, liv, 50,155, 

160 

180 DATA 175, 50, 225, 

160 

190 DATA 175, 50,74, 147 
200 DATA 195,0,128, 999 

Line 170 will give'x' 
lives, line 180 gives infinite 
lives and line 190 gives infinite 
time. Line 200 and the rest of 
the program are needed and 
MUST NOT BE DELETED. 

Multiface 1 can 

POKE 41115, x for Y lives. 

POKE 41185,0 for infinite 

lives. 

POKE 37706,0 for infinite 
time. 

Jon North has 

Improved on his first attempt. 
So here is version 2 of 

IMPOSSABALL 

Lines 200 to 230 can be 
deleted if not required. Line 
200 gives Infinite time, line 210 
gives infinite lives, the LIV in 
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line 220 can be replaced with 
the number of lives (1-255) 
and the LEV in line 230 is the 
start level -1, (0-7). E.G. To 
start on level 6 you'd have 
62,5,50. The rest of the 

program may not be 

deleted, not even if you 
really want to. 

10 REM Impossaball Hacks 
vers. 2 

20 REM By Jon North c.1987 
30 CLEAR 25599: LET t=0 
40 FOR f=65437 TO 65479 
50 READ a: POKE f.a 
60 LET t=t+(f-65427)*a: 
NEXTf 

70 READ a: IFtoaTHEN 
STOP 

80 FOR f=65480 T01 e9: 
READ a 

90 IF a=999 THEN 
RANDOMIZE USR 65437 
100 POKE f, a: NEXTf 
110 DATA 221,33,0,252,17 
120 DATA 0,3,62,255,55 
130 DATA 205,86,5,48,241 
140 DATA 33,0,252,17,255 
150 DATA251,1,19,0,237 
160 DATA 176,62,201,50 
.18 

170 DATA 252,205,255 
251 33 

180 DATA 200,255,34,127 
,254 

190 DATA 195,58,254, 

184112 

200 DATA 175,50,74,147 
210 DATA 175,50,255,160 
220 DATA 62,liv,50,155 
,160 

230 DATA 62,lev,50,130, 

160 

240 DATA 195,0,128,999 


This transmuter hack 
gives Infinite lives, but there 
are lots of options in the 


Anfractuos hack. In lines 140 
to 170 (which can be deleted 
if not required), 140 gives 
Infinite time, 150 gives Infinite 
lives, 160 gives Infinite energy 
and finally 170 gives Infinite 
thrust. Play the tape from the 
start. 

TRANSMUTER 

10 REM Transmuter by Jon 
North 

20 LOAD "CODE 16384: 
LET t- 0 

30 FOR f = 23317 TO 23326 
40 READ a: POKE f,a 
50 LET t=t+(f-23307)*a: 
NEXTf 

60 READ a: IF foa THEN 
STOP 

70 POKE 23755,255 
80 RANDOMIZE USR 23296 
90 DATA 175,50,206,112,50 
100 DATA 72,92,195,206,93 
,18270 

ANFRACTUOS 

10 REM Anfractous by Jon 
North 

20 LOAD "CODE: LET t=0 
30 FOR (=23296 TO 23310 
40 READ a: POKE f,a 
50 LET t=t+(f-23286)*a: 
NEXTf 

60 READ a: IFtoaTHEN 
STOP 

70 FOR f=23311 T01 e9 : 
READ a 

80 IF a=999 THEN 
RANDOMIZE USR 23296 
90 POKE f,a:NEXTf 
100 DATA 62,255,50,203,92 
110 DATA33,14,91,34,115 
120 DATA 
255,195,88,255,175 
130 DATA 34211 
140 DATA 50,44,98 
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150 DATA 50,241,123 
160 DATA 50,75,124 
170 DATA 50,109,124 
180 DATA 195,243,117,999 

Alan Walton sends 
Hints For XEVKXJS, 
GAUNTLET, GOLF, JAIL 
BREAK and a Poke for ZUB. 

Xevious 

(1) Try to learn the layout of 
the gun emplacements and 
then destroy them. 

(2) If you have passed an 
emplacement keep your eyes 
open, they usually lob a last 
ditch bomb straight at you. 

(3) Learn the pattern of the 
Alien ships and fire 
continuously. Don't be 
tempted to stay at the bottom 
of the screen. 


Gauntlet 

(1) If you are new to the game 
then choose a well defended 
character, this would be either 
Thyra or Thor. If you have 
played before then Merlin’s 
the man because of his magic 
powers. 

(2) Always shoot Monster 
Generators. Do not try and kill 
all the monsters if you see a 
gap, then run for it! 

(3) Do not rush out of the 
nearest exit on level 1. Exits 
to higher levels can be found. 

(4) Be sure not to shoot food 
or treasure and be alert for 
Poisonous food. 

Golf 

(1) At first drive straight and 
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take notice of the Club 
Strengths. 

(2) Only compensate for the 
wind if its speed is 4 mph. Or 
greater. 

(3) On certain holes it may be 
better to attempt a shorter 
first shot rather than risk a 
long shot straight into a 
bunker. 

(4) On the green Too little is 
often better than too much! 

Jail Break 

(1) Kill the bomb throwers the 
moment you see them. You 
donl get a second chance. 

(2) You need a bazooka to 
blast the barrels and the tear 
gas gun to get the skeleton. 

(3) Blast the convicts in the 
man-holes before trying to get 
past them. 

. (4) Approaching a convict can 
even kill you so be careful. 

(5) Try to fire at specific 
targets. Stray bullets can kill 
hostages. 

Zub (Pokes) 

This will get rid of all the 
meanies. 

10 BORDER 0: PAPER 0: 
INK0 

20 CLEAR 24699 
30 LOAD "’SCREENS 
40 LOAD ~ CODE: LOAD " 
CODE 

50 POKE 37473,201 
60 RANDOMIZE USR 24700 


Gerald 

Witherington 

supplies the following:- 


Skooldaze 

10. CLEAR 65535 
20. PRINT TAB 5; "start 
tape"; 15,0 
30. LETt-0 

40. FOR f - 32972 TO 33085 
: READ a: POKE f,a: LET t» 
t+a;NEXTf 
50. IFto 14253 THEN 
PRINT "ERROR": STOP 
60. RANDOMISE USR 1366 
70. RANDOMISE USR 1366 
80. RANDOMISE USR 30000 
100. DATA 243,062,008, 

211.254 

no! DATA 001 , 023 , 000 , 

217.221 

120. DATA 033,255,063, 
017,186 

130. DATA 064,049,203, 
129,006 

140. DATA 200,205,042, 

129.254 

150. DATA 213,048,247, 
205,042 

160. DATA 129,046,001, 
205,039 

170. DATA 129,254,223, 
063,203 

180. DATA 021.006,208, 
048,244 

190. DATA 006,210,024, 

000,221 

200. DATA 117,000,122, 

179.221 

210. DATA 035,027,032, 

228.221 

220. DATA 054,066,016, 
024,222 

230. DATA 221,124,254, 
129,040 

240. DATA 003,221,117, 
204,217 

250. DATA 221,009,217, 
027,123 

260. DATA 178,032,204, 
062,201 

270. DATA 050,192,249, 
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195,224 

280. DATA 094,205,042, 
129,062 

290. DATA 013,061,032, 

253,004,040 

300. DATA 140,219,254, 

169,230 

310. DATA 064,040,246, 
121,047 

320. DATA 079,120,201 


Wheelle 

5 REM Wheelie pokes by 

G QZ 

10. LETc-0: FOR a-23296 
TO 23340: READ b: POKE 
a,b:LETc«c+b: NEXT a 
30. RANDOMISE USR 23300 
40. DATA 175,50,21,91, 
49,0,0 

50. DATA 221,33,111. 

63,17,145,27 

60. DATA 62,255,55, 

205,86,5,48,234 

70. DATA 221,33,108, 

98,17,125,152 

80. DATA 62,255,55, 

205,86,5,48,242 

90. DATA 62,201,50, 

85,117,195,30,109 

Full Throttle 

5. REM full throttle pokes by 
Gez 

10. CLEAR 65535: FOR a - 
23296 TO 23311: READ B: 
POKE a.b: NEXT a 
20. RANDOMISE USR 23296: 
LETa-60232 

30. READ B: POKE a,b: LET a 
= a-+1:IFb<>233THEN 
GOTO 30 

40. RANDOMISE USR 60018 
50. DATA 221,33,85, 

234,17 

60. DATA 160,1,62, 


255,55 

70. DATA 205,86,5, 
48,241 

80. DATA 201,175,50, 
105,176 

90. DATA 62,201,50, 
43,189 

100. DATA 233 


Cavern Fighter 

5. REM Cavern Fighter pokes 
by Gez 

10. LOAD-CODE: POKE 
23380,201: RANDOMISE 
USR 23360 

20. POKE 31683,0: POKE 
31684,0: RANDOMISE USR 
32656 

Ad Astra 

5. REM Ad Astra pokes by 
Gez 

10. CLEAR 24490 
20. LOAD ** SCREEN? 

30. LOAD - CODE: LOAD ~ 
CODE 

40. POKE 35852,0: POKE 
35853,0 

50. POKE 35854,0 

60. RANDOMISE USR 33000 

Atic Atac 

Here is the full solution :- 
(WIZARD) 

DOWN LEFT, PICK UP 
GREEN KEY LEFT. LEFT, 
LEFT,LEFT, UP, UP, UP, UP, 
RIGHT, RIGHT, FALL TO 
GOLDEN KEY ROOM and 
PICK UP GOLDEN KEY, 
DOWN RIGHT, DOWN 
RIGHT, RIGHT, RIGHT, 
beware of devil, DOWN, 
DOWN, RIGHT THROUGH 
BOOKCASE UP, THROUGH 


BOOKCASE, PICK UP 
LETTER G of the key. 
THROUGH BOOKCASE, 
DOWN, THROUGH 
BOOKCASE DOWN, 
THROUGH BOOKCASE 
LEFT, UP, UP. LEFT, LEFT, 
LEFT, DOWN, LEFT UP, UP, 
RIGHT, DOWN, LEFT, 
DOWN, LEFT, LEFT, DOWN 
LEFT, PICK UP AC of the 
key, RIGHT UP, RIGHT, 
RIGHT, UP, UP, UP, RIGHT, 
DOWN, LEFT. LEFT, DOWN, 
DOWN, PICK UP HANDLE 
OF KEY, UP, UP, RIGHT, 
RIGHT, UP RIGHT to finish 
the game. 

Fairlight 

Here are some codes for 
Fairlight. 

SCREEN 4-1HB 
SCREEN 7-LTO 
SCREEN 10-JDP 
SCREEN 13-MLB 
SCREEN 16 - DVJ 
SCREEN 22-PHH 
SCREEN 25-XNR 

Gunfright 

10.CLS 

20. FOR F » 0 TO 5: PRINT 
AT 10,0;: IF F - 3 THEN 
PRINT USR 24576 
30. LOAD-CODE: NEXT F 
40. POKE 23446,201: PRINT 
USR 23424: POKE 23446,33: 
POKE 42355,0 
50. POKE 46344,0: POKE 
48464,0: POKE 48544,0: 
POKE 49745,0: REM infinite 
lives 

60. POKE 43163,255 
70. POKE 43154,0: POKE 
42082,3 

80. PRINT USR 23446 
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Locomotion 


5. REM Locomotion pokes by 
Gez 

10. CLS: LET a = 63000: FOR 
F = 0 T0 4 

20. LETT = 0: FORn = OTO‘ 
9: READ a: POKE a,s: LETt = 
t = s: LET a = a + 1: NEXT n 
30. READ B: IF T o BTHEN 
PRINT "error in line": 100 + F' 
10: STOP 
40. NEXT F 

50. PRINT AT 10,0; "Play tape 
from start" 

60. RANDOMISE USR 63000 
100. DATA 221,33,203, 
92,17,141,0,55,62,255, 

1079 

110. DATA 205,86,5,48, 
241,33,48,246,34,85, 

1031 

120. DATA 93,195,38, 
93,205,86,5,33,60,246, 

1054 

130. DATA 34,187,92, ' 
195,0,91,205,86,5,62, 

957 

140. DATA 195,50,200, 
152,195,232,195,0,0,0, 

1219 

Fighting Warrior 

When you beat an opponent 
this program restores all your 
energy. 

1. REM Fighting Warrior 

pokes by Gez 

5. CLEAR 65535 

10. LET total = 0 

20. FOR I« 23296 TO 23401 

•30. READ a: LET total - total 

+ a +a PEEK (1-23296) 

40. POKE l,a 
50. NEXT I 

60. IF total o 1300323 THEN 
PRINT "error in data": STOP 


* 


70. POKE 23624,56: CLS 
80. PRINT AT 0,1; "start tape 
from the beginning’ 

90. RANDOMISE USR 23296 

1000. DATA 221,33,0, 

0,17 

1001. DATA 17,0,175, 

55,205 

1002. DATA 86,5,62, 

255.17 

1003. DATA 200,0,55, 

205,86 

1004. DATA 5,17,17, 

0,175 

1005. DATA 55,205,86, 

5.17 

1006. DATA 200,0,62, 

255,55 

1007. DATA 205,86,5, 

221,33 

1008. DATA 0,128,17, 

250,0 

1009. DATA 62,130,55, 
205,86 

1010. DATA 5,62,195, 

50,217 

1011. DATA 128,33,65, 

91.34 

1012. DATA218,128,195, 
0,128 

1013. DATA 229,33,62, 

16.34 

1014. DATA 37, 64,33, 

0,50 

1015. DATA 34,39,64, 

33,28 

1016. DATA 239,34,41, 

64 33 

1017. DATA 0,195,34, 

43,64 

1018. DATA 33,197,235, 

34 45 

1019. DATA 64,225,62, 

11,61 

1020. DATA 32,253,0, 
195,222 

1021. DATA 128 


The folbwing pokes can all be 


done by using MERGE"". 
TRASHMAN For infinite lives:- 
POKE 42528,0 
ORION For 255 lives:- POKE 
38059,255 

3D LUNA ATTACK For 255 
lives:- POKE 23793,255 
AVALON For infinite energy :- 
POKE 23876,201 
. CAULDRON For infinite lives :- 
POKE 40061,0- 
WORSE THINGS HAPPEN , 
AT SEA For infinite lives:- 
POKE 35443,0 
JUNGLE TROUBLE For 
infinite lives :- POKE 24165,0 * 
ZAXXON For infinite lives :- 
POKE 48825,255 
FANTASTIC VOYAGE For 
infinite lives:- POKE 
54492,167 

PUD PUD For infinite lives :- 
POKE 49287,0 

DEFENDA X = number of lives 
:- POKE 35730.X 
PI-BALLED For infinite lives :- 
POKE 46441,0 
MOON ALERT For no 
enemies:- POKE 37035,201 
MUGSY For infinite lives :- 
POKE 43012,0 


'A Tremendous effort lads. 
Thanks once again to the 
likes of :- 

P.Carney 
D. Hay 
S. Moore 
J. North 
A. Walton 
G. Witherington 

Always remember the more 
contributbns the better the 


Handbook. 
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Title: ARKANOID 
Publisher: Imagine 
Address: 6 Central St, 
Manchester, M2 5NS. 
R.R.P.: Spec 7.95, C64 
8.95 

Game Type: Arcade 

Arkanoid as Imagine 


and then confront the 
dimension changer, who is 
able to reverse time and bring 
back the Arkanoid. 

Your craft or bat is at 
the bottom of the screen and 
can be moved left or right, an 
energy bolt or ball must be 
deflected to gradually break 


a bigger surface, gain a laser 
for blasting bricks, break a 
section of the wall enabling 
you an option of another 
escape route to the next 
level, or gain an extra life. 

A game like this 
stands or falls on control of 
your bat and we found that 



will be 
quick to 
mention is 
the official 
home 
computer 
version of 
the Taito 


coin op 

game. 

Once 


again in an 
apparent 
bid to hide 
an inferior 
home 
computer 
version of 
the game 
Imagine 
include 


screen 
shots not 
from any 
computer 

format but from the arcade 
version. In fairness the 
computer version actually 
looks better, so come on 
Imagine pluck up some 
courage for future coin op 
releases. The scenario to 
what is a simple bat and ball 
game goes like this: After the 
mothership Arkanoid was 
destroyed a lone spacecraft 
scrambled away only to be 
trapped in a void. You control 
the craft and have to make 
your way through 32 levels 


down the walls that confront 
you. Certain coloured bricks 
must be hit more than once 
and others are indestructible. 
Alien forms rain down to 
hinder you but are eliminated 
on contact with you or the 
bolt. 

Certain bricks will reveal a 
bonus letter, should you hit the 
letter then you will gain a 
different power. Slow down 
the bolt, catch the bolt so that 
you can aim it where you wish, 
Expand the craft or bat giving 


Graphics 88% 
Playability 72% 
Addictiveness 78% 
Lastability 81% 

Value For Money 77% 
H & D Rating 78% 


this was a little 
jerky and so 
resulted at 
times in the ball 
being missed 
at times 
through no 
fault of your 
own. This spoilt 
what could 
have been a 
brilliant arcade 
conversion, 
although the 
type of joystick 
used for 
instance may 
make some 
difference. 

The 32 levels 
do make for an 
addictive and 
long lasting 
challenge that 
although simple 


in concept is a game well 
worth adding to your arcade 
collection. Control has let 
down what could have been 
an excellent game. 


Arkanoid The Scores 
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Title: SHADOW SKIMMER 
Publisher: The Edge 
R.R.P.: 7.95 
Game Type: Arcade 

You get used to flying 
the universe battling with 
aliens, but its a little much to 
have to fight your own 
systems defences, so how the 
hell did you end up in this 
predicament. You are in your 
skimmer but unfortunately 
whilst out on a routine jaunt to 
check the robotic defence 
and maintenance system you 
come across a sticky hatch 
when you try to get back 
aboard your liner. The bad 
part is that the next hatch is 
way over the other side of the 
liner and to get to it you will 


have to pass through your 
own security and defence 
system. The captain is unable 
to close down the defence 
system under any 
circumstances so it is up to 
you to make your way over to 
the hatch by knocking out all 
the defence gizmo’s on your 
way. 

Your craft has three 
energy shields that 
deteriorate when hit, although 
you are armed with a powerful 
laser. There are 3 levels of 
play and at the end of each 
you have to knock out a 
device to enable you to 
continue. Your skimmer is very 
manoeuvreable and at times 
you need to flip it upside down 
to get under some structures, 


unfortunately this leaves you 
more vulnerable to attack. 

You get a birds eye 
view of the action and the 
playing area is very colourful. 
The control of your craft is 
very responsive and you get 
an excellent 3D feel as you 
skim the surface of the liner, it 
is unfair to call this just 
another Uridium clone 
although it owes much to that 
games style of play. It is more 
than just a shoot em' up, and 
at times needs patience and 
strategy. The screens scroll 
very smoothly and each 
appears to have its own fair 
share of defence systems, as 
well as on the surface of the 
liner the action also takes 
place in the hull, so in all there 
is a fairly large playing area 
that should keep you happy 
for quite a time. 

Shadow Skimmer is a 
piece of excellent 
programming, but although 
great to play it does tend to 
lack addictive qualities and so 
in the long run lastability. You 
will spend quite a time 
exploring the screens but the 
excellent graphics do tend to 
cover up a lack of depth in 
game Play. 

Still it is well priced and is 
certainly a worthwhile addition 
for say fans of the Uridium 
style game. 

Shadow Skimmer The 
Scores 

Graphics 91% 

Playability 82% 
Addictiveness 71% 
Lastability 72% 

Value For Money 85% 

H & D Rating 82% 










Title: INTO THE EAGLES 
NEST 

Publisher: Pandora 
Address: Mercury House, 
Calleva park, 

Aldermaston, Berks, RG7 
4QW. 

R.R.P.: 8.95 
Game Type: Arcade 
Adventure 

Pandora is 
not a software 
house we are over 
familiar with, but on 
the basis of this 
release it may be a 
name we will be 
hearing a great 
deal off in the 
future. You're 
apparently a crack 
soldier and in this 
game it is up to you 
to prove it. Your 
mission to destroy 
Eagles Nest a 
fortress packed 
with enemy troops. 

Three saboteurs 
sent to destroy the 
fortress had been 
captured, although 
one had managed 
to lay explosives 
although he had 
unfortunately not 

been able to set them off. So 
your task is to infiltrate the 
fortress rescue the three men 
before they crack under 
interrogation and cause as 
much chaos and confusion as 
possible by setting off the 
explosives on all 4 floors of 
the fortress. 

Into the Eagles Nest 
is a little confusing as it is 
dated August 1946 and yet it 
owes much to a conflict 


against the Nazi's, with even 
the inlay featuring what look 
like German soldiers. In fact 
the Second World war ended 
a year earlier, so we can only 
assume the connection is a 
mistake. The game itself 
contains some pretty 
impressive large graphics and 
would be called by some 


is and an excellent one it is at 
that. You take a birds eye 
view of the action as you 
control your soldier who 
roams around corridors 
finding keys to open locked 
doors, treasure, ammunition, 
food etc. in fact every thing a 
crack soldier needs to 
survive. The enemy soldiers 
saturate the fortress and it is 
up to you to blast them away 
and they do tend to come like 
lambs to the slaughter at 


times. Fans of Gauntlet will 
question the lack of 
interactive play in this one 
player battle, but one problem 
with Gauntlet was that the 
graphics were in fact too 
small. This criticism cannot be 
levelled at this game and as 
far as we're concerned this is 
better than Gauntlet on most 
counts. 

If you 
enjoy the 
Gauntlet style of 
play ie. roam 
around blasting 
trillions of 
nasties then this 
is a must for 
your collection. 
The four floors 
of the fortress 
make the 
playing area 
fairly large and 
should keep you 
quite happy for 
a few hours. It is 
not for the 
arcade player 
who likes a little 
more thought 
behind his game, 
but as a touch of 
light relief it is 
perfect. It will be 
interesting to see whether 
Pandora can put their obvious 
expertise to a more original 
scenario in the near future. 

Into The Eagles Nest The 
Scores 

Graphics 92% 

Playability 93% 
Addictiveness 88% 
Lastability 91% 

Value For Money 87% 

H & D Rating 89% 



critics a Gauntlet clone. Well it 
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Title: DOUBLE TAKE 
Publisher: Ocean 
Address: 6 Central St, 
Manchester, M2 5NS. 
R.R.P.: Spec 7.95, C64 
8.95 

Game Type: Arcade 


found the room slipping away 
from him. The two universes 
collide resulting in objects 
from our universe swapping 
for their similar ones from the 
other universe. A "Sparkling 
Cloud” is created, contact 


this is certainly unusual 
although game play lacks the 
same originality. The game is 
played out on a 2D screen 
where you move up and 
down, left and right. Graphics 
are reasonable and each 



Adventure 
The 

year is 2008, the 
place a rather 
large computer 
controlled 
"Physical 
Particle 
Investigation 
Unit". A young 
research student 
was carrying out 
a quite 
unimportant 
experiment on 
particles of 
antimatter. 

Unfortunately 
for him and 
mankind, a weird 
being known as 
"Sumink" has 
taken an interest 
in the 

experiment. 

Sumink was the 
opposite to our 
universe. Every 
object on Earth 
had a double 
and Sumink was 
the other 
universe and 
Sumink was bored. He had 
often pondered over a 
channel between his world 
and ours and by pure chance 
this experiment had given him 
a chance he could not miss. 
Suddenly the stability alarms 
sounded and the assistant 


with which will transfer you to 
the other side, and the 
universe constantly changes 
meaning you can be 
transferred to the other at 
any time. You must place all 
objects in their correct 
universe, and once this is 
achieved defeat Sumink. 

Well as scenario's go 


screen has 
objects to pick up 
and drop. When 
you pick an 
object up you 
can check to see 
whether it is in 
the right universe 
and stable, then 
it is up to you to 
return it to its 
rightful place. 

You move from 
room to room 
with the help of 
doors or in this 
game miniature 
whirlwinds at the 
edge of the 
screen. There 
are also tunnels 
to negotiate and 
off course the 
sparkling clouds. 
The 

aliens fly at you 
from all over the 
place and 
although you are 
able to blast 
them, there are 
so many that 
some are bound 
to get you and 
reduce your energy. It is a 
game that you could run 
around in aimlessly which is a 
shame because a careful read 
of the instructions opens your 
eyes to the subtelties of the 
game. The playing area is not 
massive but it is a far from 
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easy task to place all the 
objects in their correct slots 
without running out of energy. 

As far as we know 
this is an Ocean release 
without a film/T.V. tie in, and it 
does no harm at all to the 
game which aithough not a 
classic is well worth spending 
some time on. The mass of 


aliens are a pain and it would 
have been nice for a few less, 
although it may have made 
the game a lot simpler. A small 
problem is that this only rates 
as a good game and with the 
quality of budget stuff these 
days £8 or £9 is a lot to pay 
for just a good game. 


Double Take The Scores 

Graphics 76% 

Playability 81% 
Addictiveness 65% 
Instability 68% 

Value For Money 62% 

H & D Rating 63% 



Title: Trap 
Publisher: Alligata 
Address: 1 Orange St, 
Sheffield, SI 4DW. 

R.R.P.: 7.95 
Game Type: Arcade 

Why is it that 

software houses come up with 
some silly names, that some 
naughty people will enjoy 
converting to something 
similar ie. Cat Trap 
becomes Cat.... yes 
you've guessed, and 
now Alligata fall into th 
same trap! Trap raised 
few eyebrows on its 
C64 release, so how 
will Spectrum players 
react. 

The Time: an 
age where the ultimate 
deterrent may have 
become the ultimate 
destruction 

The Place: a 
distattf dbrndr of the * 
universe where human 
life fights for survival. 

The Mission: 

You must defend your 
planet and your people 
from a once peaceful 
ally 

Thats about it, 
at the end of the day ft 


is quite simply a shoot em' up 
that takes a birds eye view of 
the action, as the aliens 
stream down from the top of 
the screen. There are in all 14 
levels and as you go along 
you can buy even larger and 
better craft in which to fight 
off the enemy. 

With the likes of 
Uridium available on the 
Spectrum this offers very little 
to those battle hardened 
players. Trap is a game that 


may have gone down better 
say 6 months ago, but now it 
appears to have just missed 
the boat. 


Trap The Scores 
Graphics 65% 
Playability 59% 
Addictiveness 55% 
Instability 63% 

Value For Money 59% 


* 
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Title: BOMB JACK II 
Publisher: Elite 
Address: Anchor House, 
Anchor Rd, Aldridge, 
Walsall, WS9 8PW. 

R.R.P.: Ams/C64 8.95, Sp 
7.95 

Game Type: Arcade 

As the multi language 
tape inlay states, Jack is 
back. This time he is armed 
and ready to stab his way 
through over 40 screens. 

From reptile infested pits to 
outer space, Jack battles 
against all evils. So get going 
for the treasure and their is 
even a bonus if you collect it 
all in the right order. 

Fans of Bomb Jack 
will no doubt be glad to see 
his return, whether they will be 
glad to see the original Bomb 
Jack on the flip side, we don't 
know because assumedly, to 
be fans they already have it. 
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Bomb Jack 
II carries on 
where its 
pre¬ 
decessor 
left off, and 
if you’re not 
a fan then 
this offers 
very little 
more. The 
screens 
are 

possibly 
even more 
difficult and 
need 
careful 
planning as 
well as a 
quick 
trigger 
finger. 

Ani 

mation remains good but we 
were left a little cold here 
after just a few minutes play. 
Bomb Jack II just doesn’t offer 
enough originality and Elite 
would have perhaps done 
better to release some other 
arcade conversion rather 
than this folbw up. Having 
said that it is a must for those 
without a Bomb Jack game in 
their collection as you’re 
getting two g$mes for the 
price of one. 

Only for the very 
keen Bomb Jack fans, but 
we would doubt that there 
will be a Bomb Jack III. 

Bomb Jack II The Score 
Graphics 82% , 

Playability 77% \ 

Addictiveness 61% 
Lastability 66% 

Value For Money 71% 

H & D Rating 69% 


Title: JUDGE DREDD 
Publisher: Melbourne 
House 

Address: 60 High St, 
Hampton Wick, Kingston-u 
Thames, Surrey, KT1 4DB 
R.R.P: £8.95 
Game Type: Arcade 

The hero of the 
2000AD comic and the Star 
newspaper and even , I must 
confess, one of my own 
favourites, hits the home 
computer. Judge Dredd is a 
member of the Mega City 1 
Justice Department. Mega 
City 1 lives just one step away 
from total anarchy, (a bit like 
some schools you may know). 
As a Judge your job is to track 
down unsolved crimes 
whether they be in the 
apartment blocks, the city 
streets or the deadly under 
city. Justice is usually swift and 

























Judge Dredd The Scores 


Graphics 91% 
Playability 86% 
Instability 82% 
Addictiveness 79% 
Value for money 83% 
H & D Rating 84% 


permanent, but be careful not 
to shoot too many innocent 
bystanders although without 
doubt one or two will get it in 
the neck! 

There are various 
elements to the game. The 
Crime Display shows a map of 
your sector with locations of 
currently reported crimes 
shown. You choose the one 
you wish to tackle and then 
move onto the next stage, 
Moving on Foot. Being on foot 
in Mega City 1 can seriously 
damage your health so be 
armed with a pistol at all times. 
Select from one of six types of 
bullet. When approaching a 
suspect you must choose a 
response- Halt, Warn( fire a 
warning shot in the air) or Kill 
(sums it up really). Whilst on 
walkabouts Central Control 
will keep you informed of 


criminals whereabouts. Your 
Status Display gives your 
bullet type, response level, 
ammo level, location, stamina 
and score. Note that injury or 
death will not end the game as 
a new Judge is rushed in to 
replace. The game will only 
end if the level of crime rises 
above eight. 

Judge Dredd is a 
multi screen arcade combat 


ftffiSDD 


game in a very similar mode to 
Dan Dare. It allows you a free 
role to go around blasting 
people and if that appeals 
then this could be for you. Its 
very easy to get lost on the 
numerous screens and its 
certainly worth attempting to 
just find your feet for a few 
plays before playing the game 
seriously. There are lifts that 
can be used to transport you 
around and if you wish to get 
some interesting responses 
from your fellow citizens of 
Mega City 1 remember not to 
just blast them. Dead men 
dont talk! 

Graphically the game 
is excellent, but the game 
itself is a little disappointing 
and a bit more variety in game 
play would have been nice. 
Well presented but Mega City 
does not unfortunately mean a 
Mega Game. 
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Title: GRANGE HILL 
Publisher: Argus 
Address: Victory House, 
Leicester Place, London, 
WC2H 7NB 
R.R.P.: 9.95 
Game Type: Arcade 
Adventure 

Grange Hill is 

probably a name you are all 
familiar with although perhaps 
like us many of you are 
not regular watchers. 

This is very much an 
Arcade Adventure in 
every true sense of the 
word, where it includes 
joystick movement and 
a type in command 
element as in an 
adventure game. You 
play the role of Gonch 
and are aided by your 
side kick Hollo a bit of a 
wingebut at times 
useful. During a maths 
lesson you had your 
Walkman confiscated, 
unfortunately it has 
gone walkies from the 
staff room. Your Mum 
will kill you if you turn up 
without it, so it is up to 
you to get to the staff 
room and steal your 
Walkman back. Now 
thats strange because it 
isn't supposed to be their? 
There not calling the teachers 
liars are they? Anyway the 
school happens to be locked 
up so this is where your 
problems start. 

The game follows 
your efforts to retrieve the 
Walkman and to do so you 
must find and make use of 
both objects and people. 
Apparently Grange Hill has 


touched upon the drugs 
problem on the T.V. and 
interestingly enough, one of 
the first blokes you meet in 
this game is offering you a 
bag of white powder, and we 
don't think its just sugar. Ethics 
apart the game is good fun 
and does mix nicely both 
arcade and adventure 
although in reality an 
adventure player would be 


unimpressed by it all, but it 
may make some arcade 
players fancy their chances at 
an adventure game. To aid 
the adventure play element 
there is a menu screen that 
gives you various options, ie. 
pick up, drop, examine etc, 
and these can all be used on 
objects within the screen. At 
times the menu elements will 


be unhelpful and you will have 
to talk to characters to get 
them to help or give you 
something ie. You can't use 
the take icon if you haven't 
been offered something in the 
first place. 

Graphics and 

animation are excellent and 
the whole game has to take 
place within a set time limit. 
The clock starts at 3.50pm 

and the game ends at 
midnight. One game 
minute is equal to an 
actual 15 seconds so in 
all you have over 2 
hours in which to find 
your Walkman and 
return to Mum. The 
game can also end in 
other ways ie. watch 
out for the river. 

Grange Hill is 
not going to shoot to 
No 1. or anything like 
that, but it is a very 
reasonable game, 
although it is a style of 
game that will only 
appeal to a limited 
number of computer 
players. No blasting 
aliens in this but there 
are plenty of puzzles to 
solve. Not great on 
lastability, but it is a 
game that is perhaps 

attempted over a period of 
time. Very good in small doses 
and well worth a look. 

Grange Hill The Scores 
Graphics 79% 

Playability 84% 
Addictiveness 71% 
Lastability 74% 

Value For Money 68% 

H & D Rating 72% 
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Title: SHORT CIRCUIT 
Publisher: Ocean 
Address: 6 Central St., 
Manchester, M2 5NS 
R.R.P.: Spec 7.95, 

C64/Ams 8.95 
Game Type: Arcade 
Adventure 

Yet another in a long 
line of Ocean/Film links whose 
hero appears to be a robot. 
Number 5 is alive, due to a 
million to one chance that 
resulted in rt being struck by 
lightning. Unfortunately the 
robot is just a little dangerous 
as it has the power to wipe 
out millions of civilians, and 
has unfortunately gone a little 
potty after the lightning strike. 
The scientist who put No 5. 
together wants to capture him 
to take him apart and find out 
what went wrong, but the 
security chief just wants to 
blow him up so that he can get 
home to tea. You play the part 
of No 5 (I'm not a number I'm a 
free man!). You are alive and 
you want to stay that way. 

The game is divided 
into two parts. Firstly you must 
escape from the factory 
complex, but before you 
leave you must collect the 
hardware and software 
needed to activate your laser 
and jump mechanisms and find 
a technical manual to build a 
decoy robot which you will 
need in part 2. As you roam 
the complex you will have the 
option to search items of 
equipment and if wanted also 
take them. Unfortunately you 
are limited as to what you can 
carry, so be careful. There 
are many security guards 
throughout the building and 


these must be outwitted to 
make it to the second part of 
the game where you are 
pursued by security forces 
whose orders are to kill and 
robots whose orders are to 
disarm. Being a robot you are 
not even aloud to kill your 
human pursuers, and are left 
with a stun option only. Also 
should you run over any 
animals then you may be so 
upset that it will cause your 
circuits to overload. Reach 
the van and create the dummy 
robot and you’ve got a 
chance. 

Short Circuit is a 
game that does grow on you. 
The early stages can be just 
a little monotonous but as in all 
good films it tends to get 
going the further you get. The 
acton takes place in 2D as 


you roll left and 
right, up and 
down along the 
passageways. 
Bits of the game 
reminded of 
another Ocean 
game "V" but this 
is far more 
playable and fun. 
The lack of 
action early on 
may put many 
off, but it is well 
worth sticking to 
your task even 
when at times 
you appear to 
have reached a 
dead end. Items 
are randomly 
hidden, so as you 
continually get 
captured it is 
nice to be able 
to go back and 
not find the objects in the 
same place. The graphics 
leave a little to be desired but 
game play is good and you 
don't need lightning reflex’s to 
play it. 

An interesting 
scenario with just a small 
question mark over 
addictiveness early on, don’t 
be put off as the game gets 
more involved and nerve 
racking as you progress. Just 
a little over the top as far as 
price but a very nice release. 


Short Circuit The Scores 
Graphics 65% 

Playability 75% 
Addictiveness 73% 
Instability 76% 

Value For Money 66% 

H & D Rating 71% 
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Title: SIGMA 7 
Publisher:Dcirell 
Address: Castle Lodge, 
Castle Green, Taunton, 
Somerset TA1 4AB 
R.R.P: £7.95 
Game Type: Arcade 

Durell have a justified 
reputation for reasonable 
games and this game despite 
yet another similarity to 
Uridium carries on the 
standard. 

There are seven 
stages to the game that 
progressively get more 

difficult. Each of the 
seven stages are split 
into 3 phases, the first 
has you taking off from 
your base and fighting 
your way through 
various space mines. 

The second phase 
entails a pacman style 
dash around the factory 
area clearing up radio¬ 
active deposits and 
blasting the mine 
defences. Finally onto 
stage 3 where you are 
put onto a control unit 
and have to press a 
series of buttons similar 
to that revealed on the 


pathway in phase 2. You have 
to hit the right combination 
within a few seconds or the 
games over. As you go 
through the levels the phases 
become harder so the more 
lives you can build up in the 
early stages the better your 
chances of making it. 

The game is basically 
a fast reflex shoot-em-up with 
just a hint of strategy thrown 
in on Phase 3 of the levels. It 
isn't easy to memorise the 
pattern in phase 2 whilst being 
chased by mines. 

Durell claim "state of 


the art 3D graphics" and they 
really are excellent. What 
distinguishes ft from being just 
another Uridium clone is that 
the brilliant manoeuverability 
of your craft and the graphics 
of the space station are 
enhanced by the Zaxxon style 
scrolling, where you actually 
fly and move from bottom left 
to top right. There seems little 
to worry about from Games 
Consoles whose advantage is 
supposed to be grahics when 
they can produce this sort of 
animation on the computer. 

If anything 3 phases 
do give it a limited appeal 
for game content but the 
fact that the 7 stages 
offer a harder challenge 
each time you get through 
will mean that the game 
shoulu keep you hooked 
for quite a time. A shoot- 
em-up with a touch of 
class! 

Sigma 7 The Scores 

Graphics 92% 

Playability 87% 
Lastability 85% 
Addictiveness 83% 

Value for Money 82% 

H & D Rating 85% 



Title: IMPOSSABALL 
Publisher: Hewson 
Address: 56B, Milton 
Trading Estate, Milton, 
Abingdon, Oxon, England. 
R.R.P.: 8.95 
Game Type: Arcade 
Strategy 

On first sight this 
appears to be just another 
bouncing ball game in the vein 
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of Traifolazer or Bounder, in 
reality it takes the same style, 
stows it down and turns it on 
its head. The aim of the game 
is to bounce your ball left to 
right down a tunnel, with the 
object to land on and squash 
or bounce up and squash 
various cylinders. There are 
nasties to avoid on the way as 
contact with them will lose you 
a life, and all this has to be 


played out against a very 
tight time limit. 

Although owing a 
great deal to the likes of 
Trailblazer and even a game 
called Action Reflex which 
turned Bobby Bearing on its 
side, this game is a new and 
interesting challenge. Control 
of the bouncing ball is 
excellent and although careful 
planning can allow you to 







bounce on most of the 
cylinders, there is a time limit 
to worry about. The worst 
part of the game is to time 
your jump onto a cylinder 
whilst avoiding energy bolts 
that are travelling backwards 
and forwards. The screen 
layout is excellent and for 
Amstrad owners there is even 
some sound thrown in. 

The pace of the 
game make it not quite so 
addictive as a Bounder or 
Trailblazer, but it warrants no 
less time spending on it. An 



original scenario 
and game play that 
should be added to 
your bouncing ball 
collection. 

Impossaball The 
Scores 
Graphics 88% 
Playability 86% 
Addictiveness 
79% 

Instability 83% 
Value For Money 
81% 

HAD Rating 
83% 


For Sale 


Readers Section 


Twenty (20) games 
for sale, Including 'Ghosts and 
Goblins’, 'Pippo', 'Master of 
Magic’, 'Conquest' and others. 
With the exception of Ghosts 
and Goblins, which is priced at 
£3.00 all others are £1.00 
each, or the lot for £20.00. 
Enquires to:- H.Spencer, 7, 
Lilac Close, Mayfields, 
Redd'rtch, Worcs. 

M.Mc Manus, of High street, 
Drumshanbo, Co. Leitrim, 
Ireland, is also seeking to sell 
to handbook readers:- 
'Computer hit III', 'Combat 
lynx', 'Sabateur*, Green 
Beret', 'Quazatron', *Equinox' 
and 'Jack The Nipper 1 . 
Computer hits III is a £6.00 
game, all others listed are 
£5.00 each. Also M.Mc 
Manus would like to Buy 
'International Karate', ’ Under 
Worlde’ or 'Pentagram'. If you 
have any of these tapes a 
swap could be arranged, 


address as above. 

K Banks of 6, North 
Hyde Road, Hayes, 
Middlesex. (Tel No. 01-561 
1875) has the following on 
offer: 

One unused Fox 
Programmable Joystick 
Interface for £12 plus a 
Swrtchable Joystick Interface, 
Kempston, Sinclair etc. for £5. 

Robert Shirley of 8, 
Delmar Gardens, Brock Hill, 
Wickford, Essex, SS11 7NA 
has the following for sale. All 
prices include postage and 
packing: 

Issues 11,12,15,16, of'Your 
Spectrum' will sell for 90p 
each. 

Issue 29 (June 86) of 'Crash' 
sell for 85p 

DK Tronics keyboard will sell 
for £20.50p. 

ZIPPER MAGS? 

Do you want to buy a 
copy of issue 2 of ZIPPER? 


Its a very cheap Computer 
Mag. You do! Well just send 
35p plus a stamp to:- Mathew 
Scott, 4 Smythsons Close, 

' School Aycliffe, Newton 
Aydiffe, Co. Durham, DL5 
6TB. 

Desperate Darren 
Davies of 30, Moyne 
Gardens, Chellaston, Derby 
DE71UE. Will welcome any 
pokes for Mastertronic games 
and Pyjamarama, plus a map 
and pokes for The Happiest 
Days Of Your Life'. 

P.S. Any help on Fantastic 4, 
Hulk and Never Ending Story 
will also be appredated. 

Pen Pals Required 

Our Handbook 
travels world wide and Arne 
k.Nilsen of Frydenvoll, 4790 
Lillesand, Nonway is after Pen 
Pals. Everybody who writes 
will get a reply. 
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EPISODE 1 
^ EPISODE 2 




1338 

THE 

SAGA 

CONTINUES 


We continue our look 
at life at the top in the Home 
Computing Publishing Industry 
Welcome back to our 
humble offices, where life has 
continued at its usual sedate 
pace. In this quiet backwater 
away from the bustling city, 
the tranquility is only disturbed 
by Mr. H's frantic pacing in the 
executive office. With the 
onset of the British Telecom 
dispute, even the telephone 
had been silent, allowing the 
staff to pause and reflect on 
the important things in life, like 
what's for tea, and what's 
happened to the Aids leaflet. 

All the handbooks had been 
prepared allowing everyone 
to relax, for ten minutes 
anyway before they have to 
start on the next lot. A new 
era was breaking, yet they 
could still remember the good 
old days. The new equipment 
was no longer strange and 
was gradually accepted as 
part of the furniture. And yet 
in these quiet moments, the 
staff could almost imagine the 
familiar sound of Gobble 
shuffling through the office. 

Was it a trick of the wind, that 
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brought a chill to the office 
that sent shivers down spines, 
or was it something more 
mysterious, either way Arthur 
C Clarke could not be 
contacted so the staff were 
glad when the day came for 
the memorial service. Besides 
being an excuse for a skive 
from the office, it was also a 
chance to meet many of our 
readers. Mr. D had placed a 
notice in the Times, so vast 
crowds were expected. All the 
office staff attended dressed 
quite rightly in black although 
the little leather number Liz 
had on looked a little out of 
. place, and did she really have 
to stand her whip where 
everyone could see? Three 
'o' dock came and still the 
staff were on their own. The 
vicar was persuaded to delay, 
as there had obviously been 
some traffic jam that had 
delayed the readers. A little 
old lady entered and began to 
arrange the flowers, yet still 
the vast concourse had not 
arrived. The vicar could not 
delay longer and started the 
service, he recounted the fine 
achievements of Gobble in his 
short and tragic life, and most 
were in tears as they left the 
church. The staff returned to 
a small reception arranged by 
Mr. H but found it impossible 
to enjoy the Turkey salad 
sandwiches that were on 
offer. 

The reason for the 
low turnout did not become 
apparent until some time later 
when Mr. D. when ringing the 
Times to ask why an invoice 
had not been sent was told 
that a Mr. H had cancelled the 
advert. Mr. D knew he had 


done this to hide his own 
despicable part in the 
murderous affair. To all our 
readers, who would 
undoubtedly have wanted to 
attend the service, we can 
only apologize. You will be 
happy to know that a special 
memorial tape is available 
about the life and times of 
Gobble from an egg up until 
being thrown in Mr. H's 
dustbin. It is available from H 
& D at £29.99 and a computer 
game is planned in the near 
future. H & D are currently in 
negotiation with a top 
Manchester Software House 
for the rights to this game. 

Onto some happier 
news and the office was 
delighted to learn that our two 
computers have had an 
addition to the network. The 
staff left the two machines 
adjacent and when they 
returned in the morning there 
were 3! Joe has been 
frantically protesting that this 
was impossible (and with him 
being a computer expert we 
must defer to his knowledge), 
but those of a more gullible 
nature still like to believe in 
true love. 

The first batch of the 
new printed Handbooks 
arrived from the printers and 
Mr. D quickly extracted the 
one copy of Mr. H’s and 
despatched it up to the 
executive office where Mr. H 
purred with delight for the 
next couple of days. This 
gave the rest of the staff time 
to despatch the remaining 
books and so hide the 
evidence of Mr. D's deceit. 
Whilst hiding the few 
remaining books, Mr. D 










discovered some of Liz's 
missing files which had been 
hidden behind our new 
cleaners mop bucket. 

We almost forgot to 
tell you about our new 
cleaner, what a godsend, she 


arrived just in time as Mr. H's w _ r 

penny pinchfrtg had rfie : a«t that in such a way as to hide hdr 


into her. Liz pleaded with Mr. comments about his hand-bag 
D and admitted to not knowing has changed to wearing a 
how the files got there but f he leather shoulder bag. We 
was given a warning that if hope he is not following Liz's 
she mis-laid any more files she example.and getting a leather 
might be dismissed. Liz was fettish, he is so young and 
obviously upset but skilfully vulnerable to ideas, 
managed to use her make t up Unfortunate^ one of our 


the staff had to do there own 
tidying up and it had started 
to have an adverse effect on 
Joe who at times had refused 
to take his pinnie off. She 
offered her services to Mr. H 
at just 50p per hour. Mr. H 
jumped at the chance and 
then was very disappointed to 
discover that this was only to 
do the cleaning. Before he 
could sack her Mr. D had 
wrestled the pinnie off Joe 
and given it to her and she 
had become part of the team. 
She is very diligent in her 
work. Mr. D once drove past 
the office at Midnight noticed 
the lights on and entered only 
to find her dusting the 
computers, so vigourously 
that they were in fact still 
warm? In her spare time she 
is a very keen photographer, 
and often arrives when the 
rest of the staff are leaving, 
still carrying her camera. She 
has been a little shy of 
showing us the photographs, 
but they are supposed to be 
very good. If anyone out 
there wants any cleaning 
done we can highly 
recommend her and the firm 
she works for, Cr-app of 
Ludlow, Shropshire, they must 
be a big firm as they do sound 
familiar to us. 

Anyway getting back 
to the missing files, Mr. D 
called in Liz and really tore 


tears from the staff. The s|dff 
are totally behind Liz, she may 
be incompetent but she is not i 
dishonest and Mr. D does l 
appear to have gone a little 
over the top. 

Whilst the staff were 
still upset about Gobble Mr. H 
had taken the opportunity to 
go walkabouts. He has been 
to all the art galleries around 
Manchester and has started 
to go farther afield in his quest 
for Art. He has become very 
arty in appearance, taking to 
wearing paint splattered 

smocks which is strange as he computergame? 
does all his drawings on the Why does the mop 

computer! He has even bucket want to read our 

changed his T.V. tastes files? 

changingjrom watching Hi-De- Is Liz telling the 


ree ers' if rjm helping the 
situation when on February 
14th the mailbag was swollen 
by a large envelope. 

The first ever addressed to 
young Carl. Robert whoever 
you are if you are not seeing 
one already please consult a 
doctor or at least Claire 
Rayner. 

Next Issue: 

What happened to 
the Turkey salad butties? 

How much will 
Ocean pay for Gobbles 


Hi to the South Bank Show. 
This leads us to another 
strange event in which Mr. H 
appears to be involved. For 
some time now a small tatty 
looking man has been hanging 
around the office. 

We have tried to speak to 
him but each time he just 
disappears. Joe swears that 
he once saw the man in Mr. 

H's car waving a wad of notes 
and that money changed 
hands. When Mr. D questions 
Mr. H about the man he 
denies all knowledge. For 
some reason the man seems 
familiar but maybe it is just our 
fertile imaginations. 

Carl upset about 


truth? 

What Is Mr. H 
being paid for? 

Will Robert be re¬ 
captured? 

Does Mr. H wear 
anything underneath his 
smock? 

Do any of you 

care? 


These questions 
and more will be answered 
in the next thrilling 
instalment of Life at 1338. 
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flrtzuorfi ‘Wanted 



Are you a budding artist? Then if so here at H & D we are on the lookout for 
artwork to be included in our handbooks. At this stage we are not able to have colour in 
our artwork, and so we would want shaded art-work \ 
preferably in black ink. Pencil is okay but sometimes it is 1 
difficult for us to transfer it onto our equipment. If you 
are a regular reader of the handbooks then you will * 
know the type of art-work we are after, whether you are 
attempting a front cover, a full page effort to go into our * ^ ^ 

j* 7 ***^. gallery or just one of those small sketches we use in the body 
of stories and solutions. A quick glance through this 
magazine will give you an idea as to the type of stuff we 
mean. So go ahead put pen to paper. Whether you want to 
supply art-work on a regular basis or as a one off we^ean 
reward contributors appropriately. If you are interested or 
have any suggestions write to: 

The Editor, H & D Services, 1338, Ashton Old Road, Higher 
Openshaw, Manchester, Ml 1 1JG. 



Subscription Rates. 

The Spectrum Amuk 9hndbootc_ is available at 3,6 and 12 issue 
rates. All include P/P to your home. 

3 issues £2.75 
6 issues £5.00 
12 issues £9.00 

Back Issues 1 to 15 Of the Spectrum Arcade iHandboofi are Still 
available at £1 each, or all 15 for only £11 


The Spectrum Arcade dtandboof^ Issue 17 ivill be available from 16th April1987. 
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